RANGER CONCLAVE: 
City DWELLER 


ATURE AND SOCIETY AREN’T SO DIFFERENT, 
both have their rules and a deadly side. 
Even though a city may seem a safe 
environment, it’s filled with dangers and 
opportunities alike, only a City Dweller 
knows where to find them. Despite the 
name, City Dwellers are often strangers 
to the urban lifestyle, living most of their time in the 
wild, viewing the city just as another natural 
environment. 


CiTy DWELLER MAGIC 


Starting at 3rd level, you learn an additional spell when 
you reach certain levels in this class, as shown in the 
City Dweller Spells table. The spell counts as a ranger 
spell for you, but it doesn’t count against the number of 
ranger spells you know. 


City DWELLER SPELLS 


Ranger level Spell 

3rd Charm person 
5th Knock 

9th Counterspell 
13th Greater Invisibility 
19th Mislead 


ADAPTING TO THE RULES 


At 3rd level you learn how to challenge your body’s 
limit, in order to keep up with the city’s Knights and 
Paladins. You gain proficiency in heavy armor and as 
long as you satisfy the strength requirement for an 
armor, you won't suffer disadvantage. When you use a 
weapon with the Thrown property for a ranged attack it 
immedietly returns to you. Additionally, you add 10ft of 
range when you throw a weapon. 


URBAN ENVIRONMENT 


Starting at 3rd level you become so much in tune with 
the city you can apply your Natural Explorer’s bonus in 
every dungeon, ruin or city environment of a culture you 
are familiar with. If you find yourself in such an 
environment, you gain the following bonuses. 


e You can easily find any accessible information by 
asking the right people or with other means. 

e You understand the the meaning of languages you 
don’t have proficency in, as long as you can hear and 
see the target. The Dungeon Master may ask you to 
make a Wisdom(Insight) check or a 
Intelligence(investigation) check. 


e You can distinguish an honest person from a 
trickster and you always keep an eye out for them. 
the Dungeon Master may ask you to make a roll. 

e You have advantage in Wisdom(Survival) and 
Intelligence(investigation) checks made to track a 
creature within the urban environment. 
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OPTIONAL RULE THIEVES’ CANT 


Your GM may allow you to learn Thieves’ cant at level 3, this 
is usually for ranger more in contact with the criminal world. 
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KEEN SENSES 


By 7th level you learned to see more than what meets 
the eyes, using your trained senses you gain blindvision 
out to a range of 10 feet. If you already have blindvision 
from other features, its range increases by 10 feet. You 
gain proficiency in Wisdom(Perception) checks, if you 
already have proficiency, any roll made with that skill 
doubles the proficiency bonus. 


BOUNTY HUNTER 


By 11th level you have mastered the art of taking 
advantage of an enemy’s hesitation, whenever you cast a 
spell using your bonus action, you can make an extra 
attack with the same bonus action, you can use this 
feature a number of times equal to your wisdom 
modifier. 


A City’s WISDOM 


by 11th level you choose two skill from (Arcana, History, 
investigation, nature or religion), you gain proficiency in 
them. You also gain a proficiency in an artisan’s tool 
and in a musical instrument of your choice. 


Maacic WISDOM 


At level 15th you learned how to use more efficiently 
your magic. Thanks to your experience, you can learn 
two additional level 1 spells from the ranger spell list, 
they don’t count against the number of ranger’s spells 
you know, you can cast them at will. They count as 
cantrips for the purpose of casting more than one spell 
at turn. 
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HEALING AND SPELLS EXCEPTION. 

Your DM may forbid you from choosing specific spells for 

your Magic Wisdom feature, for exemple cure wounds. 
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